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[Abstract]

Due to the impact of COVID-19, the performing arts industry has faced significant constraints on its activities, prompting a
closer look at the realm of online endeavors. This study emphasizes anonymity and communication while proposing an augmented
reality application that allows various performances such as singing and musical instrument play. Drawing from previous studies,
the application's design was formulated by considering key elements, including entertainment value, social interaction, profit
structure, and augmented reality. The application is divided into performer and viewer modes. Performers can conduct real-time
performances by customizing masks and backgrounds through face tracking, while viewers can interact with the performers using
various AR effects. In the classification of metaverse technologies defined in the ASF report, there is significance in contributing
to the revitalization of the performing arts industry through this application, which utilizes augmented reality technology. This is

particularly meaningful as it enables individuals lacking confidence to wear masks and conduct live streaming performances.
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Table 1. Metaverse application design
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Setting | Viewer list )
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at the top

Viewer main screen

- Show Live title and numberof
viewers count at the top
(press to go to channel)

-store, and settings buttons are

- User chat, donation, and AR setting
button are at the bottom
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- List of community posts uploaded
by the channel owner
(Can view post and comment on)

- Purchase management button
and Search box are at the top
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body, lower body and AR effect

available for purchase. - List of previous live videos

- Can choose the item you want to
buy and pay.
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Fig. 2. Main screen - viewer
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